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INSTALLATION 
To install the game, simply insert the Worms Pinball CD into the CD-ROM drive 
whilst in Windows. 


If Auto-run is not enabled, click Start and select Run. Type d:\Setup (where d: is 
the letter of your CD-ROM drive) and press Return on your keyboard. 


You will now be offered the option to Install Worms Pinball, Play Worms 
Pinball, View Readme.txt or Exit. If Auto-run is enabled, this menu will be 
displayed automatically. 


INSTALLING WORMS PINBALL 


° Click Install and follow the on-screen instructions. 


When Worms Pinball has successfully been installed, a Team17 program group 
will be added in Programs within your Start menu. 


UNINSTALLING WORMS PINBALL 

To un-install Worms Pinball, click the Start button, select Settings and click 
Control Panel. Double-click Add/Remove Programs, select Worms Pinball and 
click OK. 


README FILE (README.TXT) 

Software is continually improved throughout all stages of development, wherever 
possible, to ensure the finest quality gaming experience. The installation program 
will automatically offer you the chance to view the Readme file (Readme.txt). 
We advise all players to read this file for any last minute changes or additions 
that are not reflected in this manual. 


PLAY WORMS PINBALL 


You can only select this option when the game has been installed. Click it to run 
Worms Pinball. 


EXIT 


This will exit the Auto-run program and return you to Windows. 


CONFIGURE 

In conjunction with the installation you can use the Setup program, Configure, to 
configure all of your sound options. You can also redefine your keyboard setup 
with this program. 

° From the Worms Pinball Group in your Start Menu choose Configure. 


For Further details see Appendix 2 - Configure. 


STARTING A NEW GAME 


Once the game is installed to your Hard Disk, you can also play the game from 
CD, simply ensure the CD is in your CD-ROM drive and select Play Worms 
Pinball from the Installation Menu. 


OR, click Start and select Team17 from the Programs menu. 
° Click on Worms Pinball. 


Once you have loaded Worms Pinball, you will be presented with the Main 
Menu Screen. 


MAIN MENU SCREEN 


From the Main Menu Screen you can choose any of the following: 


° Play 

° Hiscores 
° Options 
° Exit 


Use the up and down arrow keys on the keyboard to highlight your selection and 
press Return to activate it. 
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PLAY 
° Select this to play Worms Pinball. 


HIGH SCORES 

° Select this to view the high score tables. 

° Use the cursor keys to move through the pages. 

° Press Return to go back to the Main Menu Screen. 

OPTIONS 

Select this to open the Options Screen. From this screen you can choose the 

following: 

° Graphics 

° Game 

° Back 

GRAPHICS 

The Graphics Option screen allows you to change: 

° Resolution - there are three screen resolutions: 640x480, 800x600 and 
1024x768. 


° Colours - you can change the colours between 256 or 65536. 
° Detail - there are three detail levels: Low, Medium and High. 
° View — choose which view you'd like to play in. 

° Select Back to take you back to the Options Menu. 


Use the up and down arrow keys to select an Option and the left and right arrow 
keys to change it. 


GAME 

Use the cursor keys to select any of the following options on the Game 

Option Screen: 

° Difficulty - select from Low, Medium or High difficulty levels 

° Tournament - The tournament option, when on, will fix random awards in 
the multiplayer game, so that no one has any unfair advantages. Turning 
the setting to OFF will enable awards to be random. This option has no 
effect in single player mode. 

° Flipper Plunge - this allows the player to launch a new ball using both of 
the Flipper keys. You can choose to turn this option On or Off 

° Select Back and press Return to take you back to the Options Menu. 


Note: The Configuration Program (Configure) allows you to configure your 
sound and keyboard options. This program is available as a shortcut icon from 
your Team17/ Worms Pinball program group on the Programs Menu. For further 
details see Appendix 2 - Configure. 


EXIT 
° Click this to leave Worms Pinball and return to Windows. 


PLAYING PINBALL 

Pinball is a game of skill and, to a lesser degree, luck. There are many ways to 
play Pinball, but for most people the aim of the game is to get the highest score. 
High scores are achieved only when you have mastered the flippers and can hit 
the targets you want to hit. You must also understand the rules of the game, so 
that you know which target to shoot for at any given time during the game. 


When you start Worms Pinball, the game will be in its ‘normal’ state. By hitting 
various targets and making specific shots, the player can enable special features 
of the game and start ‘modes’. Each mode has a different objective or theme and 
during the mode, the purpose of most targets will change. Completing a mode 
will quite often enable a new feature of the game, and when all modes have been 
completed, a ‘Wizard Mode’ will be enabled. 


This table is based on the award-winning Team17 game of the same name. You 
must lead your army of cute, but brutal, little Worms to victory by collecting 
weapons, killing enemy Worms and reaching Four-Star General status. The 
battles take place in five different locations, with two special missions to 
complete in each. Once you have completed all missions, you will have to 
survive Total Wormage in order to become the master of the known Worm- 
universe. 


WORMS TABLE FEATURES 


Just like the original game of Worms, this table brings you all the fun, action and 
features you’d expect. Make sure you are fully briefed before you go into battle. 


SKILL SHOTS 

Shoot the Victory Ramp quickly after you have launched a new ball into play to 
collect a Skill Shot award. There are also some hidden skill shots available, but 
it’s up to you to find them! 


REINFORCEMENTS 

Shooting the Ball Lock Lane quickly after launching a new ball will start the 
quick-lock feature. Shoot the Cave before the time runs out to get 
Reinforcements. During Reinforcements, two balls will be active and various 
Jackpot Shots may be lit. The game continues as normal, but with two balls in 
play. You can also gain Reinforcements as a random award from the Bunker. 


MILLION PLUS 

When you have a new ball, shooting the Million Plus ramp awards one million 
points. The award value may be increased by shooting the Million Plus ramp 
whenever the ‘1+’ light is flashing, up to a maximum of 10 million. 


Note: When the Million Plus award value is at five million or more, the award 
value is only increased when the Million Plus ramp is made as part of a combo 
shot. A combo shot is shooting a combination of lit shots rapidly in succession. 


MISSILE STANDUPS AND MISSILE LAUNCH 

Hitting any one of the Missile Standups will highlight a letter in M-I-S-S-I-L-E - 
each standup will have a different letter assigned to it, so you will have to hit 
them all! If you complete the spelling, the Missile Launch ‘hurry-up’ will be 
started. A timer and the hurry-up award will count down. You must shoot the lit 
shot to collect the award value and launch a Missile before the timer runs out. 
Hitting the bunker during the Missile Launch triples the current hurry-up value. 


BONUS MULTIPLIER 

Whenever the Weapon Crate is hit it spots (activates) a letter in W-O-R-M-S. 
When the spelling is complete, the Bonus Multiplier is advanced by one to a 
maximum of five, after which points are awarded. This in turn affects the 
General Bonus at the end of each ball. 


BLASTS, SUPER BLAST AND BLAST FRENZY 

Hitting the Blast Zone will award one blast. At specified Blast Counts, Blast 
Frenzy will be available; the present Blast Count will be displayed in the LED 
screen. During the Blast Frenzy a number of Jackpot shots will be lit and you 
must hit these to score big points. 


RANK 

Reach top rank by scoring Victories. Victories are awarded by shooting the 
Victory Ramp. At certain victory counts you will be promoted. Collect your 
promotion by shooting the Rank Orbit. 


UZI SPINNER 
When the ball travels up the left ramp, it passes through the spinner. The harder 
you hit the spinner, the faster it spins. 


The Uzi spinner value starts at 1000 points and increases with each spin, with a 
maximum of 150,000 per spin. This value will be reset for every new ball. 
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At random intervals the Uzi Spinner will become the Ultra Spinner and will 
award big points for shooting it. This is a timed award and is available for 30 
seconds only. The left ramp will flash for Ultra Spinner until a shot is made to 
the ramp. 


PUNCH-UP 

Shooting the right orbit quickly after the Uzi Ramp will award Punch-Up. When 
this is active, any shot to the left or right orbits will be diverted into the jets. 
Using this effectively is important during the Worm-Fu mission. 


WEAPONS 

You can’t go to war without weapons, so it’s a good idea to increase your arsenal 
by collecting some. A weapon will be lit on the table, after making a certain 
number of shots to the left orbit (depending on skill level). Collect it by shooting 
for the Weapons Crate. 


WEAPON DROP 
At certain time intervals, a Weapon Drop is awarded. Shoot the Weapon Crate to 
collect it before the time runs out. 


BUNKER RANDOM AWARD 
When you shoot the Bunker and no other award is available there, the game will 
pick an award at random from the list. 


MISSIONS AND KILLS 

The missions are the most important part of the game. Complete all missions by 
scoring kills. Kills are awarded by shots to the right orbit, the right ramp, the 
tunnel and the left orbit. 


At certain kill counts (depending on difficulty level), a mission will be enabled 
and shooting at the Cave or the Bunker can start the mission. At 25 kill counts 
you will receive a 10 million point award; at 50 kills an extra ball will be lit. 


Read the following mission briefings, so that you know what to do when the 
time comes. Each landscape has two different missions. 


0 Arctic Missions 
Defuse Dynamite 
You must defuse the sticks of Dynamite by putting out the burning fuses. 
Shoot the lit shots before the timer runs out or you’ll be blown to bits. 


Escape The Yeti 
The Yeti is chasing you. Hit the Left and Right flipper buttons alternately, 
as fast as you can, to escape it. 


0 Desert Missions 
Showdown 
This town isn’t big enough for the both of you, so make sure you’re the 
one who draws first by shooting the lit ramp before the timer runs out. 


Once that’s over and done with, show off your shooting skills and collect 
some bonus points by shooting the empty bottles in the saloon. Shoot the 
ball up the lit ramps to smash the bottles. 


Spot The Card 

Concentration is a must in this card game. Follow and pick the card to 
collect the awards. Use the left and right flippers to highlight the card. 
Press Return to select it. 


0 Hell Missions 
Accordion 
Argh! Stop that annoying Accordionist! Destroy the plateaux, and 
eventually the Accordionist, by shooting the lit shots. But you will have to 
be quick, since he jumps around all over the place. 
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Defeat The Devil 
Prove that you’re the toughest Worm on the block by defeating the Devil 
himself. Shoot the lit shots before the timer runs out. 


0 Jungle Missions 
Going Bananas 
It’s raining Bananas! All shots are lit for big points, each awarding you 
with a Banana - very handy for making Banana Bombs. 


Worm-Fu 
Fist-fighting in the Jungle! Super Jets are enabled and score big points. 
Scoring enough hits to the Jets will knock your opponent out. 


O Mars Missions 
Alien Safari 
Take a trip to Mars and go for an Alien Safari! Shoot the lit shots to blow 
up the cute little Aliens and collect some big points! 


Mars Attax 
The Martians are attacking Earth! Blow them out of the skies by shooting 
the lit shots in this multi-ball mode. 


AIR-STRIKE 

After lighting the letters R-A-I-D a certain number of times and locking three 
balls in the Weapons Crate, the Air-Strike multi-ball mode will be started. Shoot 
the lit ramps to hit the targets. Shoot the Weapons Crate for the Jackpot. 


SUPER SHEEP VIDEO MODE 

Guide your Flying Super Sheep using the flippers. Hitting the left flipper will 
rotate the Sheep anti-clockwise, hitting the right will rotate it clockwise. Find the 
enemy Worm and blow it up, but don’t miss the pick-up awards that are scattered 
around the landscape. 


TOTAL WORMAGE 

Once you have been promoted to Four-Star General, completed all the missions 
and have all the weapons, you are ready to enter Total Wormage. This is the final 
battle and you will have to lock three balls before the battle begins. To lock the 
balls, shoot them into the Weapons Crate. 


TROUBLESHOOTING 


If you are experiencing a lack of performance from Worms Pinball, it may be 
due to one of the following: 


1 Ensure that you are not running any other tasks or applications unless they 
are totally necessary. Running other applications may affect the 
performance of Worms Pinball causing the game to run slowly or jerk. 


2 Running Worms Pinball in the higher graphic resolutions requires more 
processing power and memory. If the game is not running smoothly, try 
reducing the amount of colours and/or reduce the display resolution from 
the Options Screen. You can also choose a less demanding sound option 
which might improve performance. 


3 Worms Pinball has not been designed to be run at the same time as other 
major Windows titles and applications. Continually minimising and task- 
switching between Worms Pinball and other applications may lead to 
system problems due to Worms Pinball’s resource requirements. We do not 
recommend that you minimise or task-switch during play. 


Note: You can also try reducing the sound quality, or disabling the speech. 


AFTER SALES SUPPORT 
For those of you with access to the Internet, you can find help at the Team17 
Website at: http://www.team17.com 
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Or, you can E-mail Team17 support directly at: 
support@team17.com 


You could also phone us on: +44 (0) 1924 271637 
Or, Fax us on: +44 (0) 1924 267658 


MAIL 


Write to us at: 


Team17 Software Limited 
Longlands House 
Wakefield Road 

Ossett, West Yorkshire 
England WF5 9JS 


SEND US YOUR FEEDBACK! 


We would love to hear your comments on the game, so please let us know! We 
aim to continue supporting this product long after release, check out the Website 
(http://www.team17.com) for news of exciting new releases, features and 
upgrades. 


You can e-mail Team17 with direct comments: support@team17.com 


APPENDIX 1 
GAME CONTROLS 
The default control keys are: 


Start Game - Return (1 player), or F1-F4 (1-4 players) 
Left flipper - Left Shift 

Right flipper - Right Shift 

Plunge/Fire - Return 

Up Nudge - Spacebar 

Left Nudge - Left Alt 

Right Nudge - Right Alt 

Quit Game - ESC 

Select View - 1-5 

Resolution - F5-F7 (in low colour mode) 
Resolution - Shift+ F5-F7 (in high colour mode) 
LED Toggle - 5 

Contrast Level - C 

Pause - P 

APPENDIX 2 

CONFIGURE 


Configure allows you to change your sound and music options. It also allows 
you to redefine your keyboard setup. The program is available from your Worms 
Pinball program group in the Programs Menu (on the START menu in 
Windows). 


Once you have started Configure, you will be presented with a dialogue box with 
the following options: 


SOUND QUALITY 
There are four options for the quality of sound ranging from None to High. 
° Click the one you want, to select it. 


Note: The higher the sound quality, the more processing power you will require 
to run Worms Pinball smoothly. If you experience any glitches with the game, 
please try reducing the sound quality. 


There are also two tick boxes allowing you to select Stereo sound and 16-bit 
sound. 
° Click the box to tick it. 
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CD TRACK CHANGE 

You have two options: Instant or Intelligent. Intelligent will only change music 
tracks whilst the ball is moving slowly and away from the flippers - this is useful 
for people with slower CD-ROM drives as there is a momentary pause between 
tracks (which can cause problems if the ball is by the flippers). 
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Instant will change the CD track wherever the ball is on the table. This is only 
recommended for those with faster CD-ROM drives. 


CONTROLS 

You can also redefine the keyboard controls from here. 

° Click in the white boxes next to the action and type in the new key. eg if 
you want to change the key that operates the left flipper, just click in the 
white box next to it and type the new key. 


NUDGE FEEDBACK 
° Tick this if you want to see the table move when you use the nudge 
feature. 


DISABLE FADES 
° Tick this box if you do not wish the table to fade in at the start of the 
game. 


VOLUME CONTROLS 
° Click this button to open Windows’ volume control options. 


